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1. INTRODUCTION 
The need of character education in the education world 
has become a weapon in order to prevent current 
aberration. Law number 20 of 2003 concerning the 
National Education system in Article 3, mentioned that 
the national education serves to develop capabilities and 
establish dignified national character and civilization in 
order to enrich the life of the nation. According to Charlie 
(2002;3, “character education is an effort to help students 
understand, care, and behave according to the ethical 
values prevailing in society (Charlie, 2002:3)” Looking at 
the foregoing, precise solutions are needed both short and 
long-term in order to make improvements in positive 
direction of inculcating moral values and motivation in 
students. In order that implementation of education in 
schools work well, the ministry makes school manuals as 
technical guidelines in implementing character education 
in schools (Agus Wibowo, 2012: 44-45). Some of the 
schools’ efforts to instill character values are by creating a 
school environment that reflects cultural character 
through the vision of a mission and school program.  One  
 
 
of the lessons that students are interested in is the visual 
audio contained in the story board, the story script and 
games.  Game narratives can act as reflection of the 
contemporary  social-cultural discourse (Kristiadi DP et 
al, 2019). Production games featuring characters, creating 
a scenario and playing them are included in the types of 
activities that can improve learning achievement as 
stated by (Sardiman, 2006:96) can be classified as follows ; 
1) the visual activities, which included in reading , 
watching, image of experimental demonstration, other 
jobs. Rossi and Breidle (1996) in the Sanjaya (2012:204) 
states that the learning media is the entire volume and 
material that can be used for educational purposes. Such 
as radio, television, books, newspapers, magazines, etc. 
The role of the media in teaching process can be placed as 
a tool to clarify teaching materials when the teacher 
delivers the lesson (Sudjana and RIvai, 2011: 60). Digital 
game itself as structured or semi-structured activity using 
all multimedia elements (text, sound, images, graphic arts, 
animation, and video)to enhance  the performance of the 
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game in presenting the games, fun, and entertainment 
which makes it usually done for fun. But it can also be 
used as an educational media to create interactive 
learning (Ririn DA, et al, 2015; Warnars HLHS, 2008). 
The ideas of the narrative can come from real life and it is 
influenced by the players especially if the narrative 
structure is based on the player's decisions. Therefore, it 
can be said that the narrative of the game can act as a 
reflection of contemporary socio-cultural discourse 
(Kristiadi DP, 2019). With the making of religion games, 
students will experience and evaluate themselves and will 
continue to be moved to behave well, honest, polite and 
motivated to achieve. 
 
1.1 Religion Video Game,Character Education 
Religion Video Game 
Video games are defined as digital games played on the 
television or computer screen (Richard EF,2014). It is also 
described as a digital system with the following features: 
interactive and reactive properties, volatile markings and 
variable displays, dual sensory, and semiotic channels 
also  network capabilities[Frank GB,2016]. But in the 
real game field, further expansion is needed o include 
serious aspects (advanced goals such as specialized 
knowledge training) (K.Salen and E. Zimmeran, 2014). 
For example, in game based learning, approaches like 
computer-based evaluation have been developed (DP 
Kristiadi, et al, 2019). Players will experience something 
called Gameplay Experience (GX) when they play their 
game (H.L.H.S. Warnars, 2008). GX is made during the 
process of player interaction, which these interaction have 
a purpose to provide motivating and enjoyable experience 
for players (FranK GB .2016). User Interface (UI) is 
everything designed to be an information tool, in which 
users can interact with (DP  Kristiadi, et al, 2017) this 
include to the display , screen, keyboard, mouse, and 
desktop (DP Kristiadi, et al, 2017). It is also how users 
interact with the application or the website(Kristiadi, et 
all, 2017). This growth of dependency has led many 
companies  to focus on web and mobile apps to place 
higher priorities on the UI to improve the EU as a 
whole(K. Hinckley, K. Yatani, et al, 2017). Meanwhile, the 
user experience (UX) is an art of product design planning, 
so the interaction with the product will be as large as 
possible (Kristiadi DP, et all, 2017). This includes 
interactions with the end user in several IT system 
including interfaces, graphics and designs. Both of these 
elements  are very important for the product and work 
together. But despite their professional relationships, the 
role itself is quite different, referring to very different 
parts of process and discipline designs(Frank GB,2016).  
Richard E.F. notes that there are three general 
religious terms (Richard E.F, 2014): Belief in God or group 
of Gods. An organized system of belief, ceremony, and 
rules used to worship God or a group of Gods. Importance, 
belief, or activity that is very important for a person or 
group. The third term is the most commonly used in 
religious video game.  
Religion in video games is expressed by the elements of 
rules and religious teachings in it. To find religious 
elements in a video game, we can analyze these elements 
(Ririn DA, 2015; Warnars HLHS, 2008): 1. Game 
Narration. The narrative is stated as an oral or written 
account of the connected event; a story (Robert MG, 2012). 
2. Aestethics. Building architecture, landscape, religious 
icons or symbols in a game can indicate the religious 
elements inside the game as it becomes the game 
resources to represents certain religion. 
 
a. Character Education 
Character is disposition, traits, moral, or personality of a 
person formed by the intercession of the various virtues 
that are believed and used as a foundation for ways of 
looking, thinking, behaving and acting (Ministry of 
National Education (2010:3)). Character education is a 
system of implanting character vales on a school citizen 
that consists of a component of knowledge, consciousness, 
or willingness and actions to implement those values. 
Implementation of character education is also concern in 
2013 curriculum, it can be seen from the structure of the 
2013 curriculum that contains subjects of Religion and 
Character.  
To implement character values properly in school by 
giving a knowledge of values and norms so that students 
can feel positive effects of the values and students  are 
being encouraged to internalize the value of the character 
impermeable to their everyday actions. (Lickona, 
2011:70-74). 
  
 
 
 
 
 
  
 
 
Figure 1. Strategies implementation of character 
(Source: The Ministry of National Education, 2011:2) 
 
The enforcement of character integration into 
education has general principles such as: (1) To not 
change the current educational system, (2) To not change 
the curriculum, (3) Learning uses the principles of 
learning to know, learning to learn, learning to be, and 
learning to live together, (4) carried out contextually so 
that there is a link between the education and the real 
needs of the students (Wagiran,2010).  
2. METHODS 
2.1 Data Collecting Techniques 
The research began by looking at mid students’ grades. 
Post test, Question and Answer with students about 
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understanding constraints on theories or practices. The 
findings were recorded by researchers who subsequently 
obtained precise methods based on difficulties and 
students’ characteristics. The idea of video games begins 
with students’ problems of character both inside and 
outside the classroom. It comes from speech and decency 
also honesty. Then the teacher discussed how to solve 
problem. Based on the result of studies, some may 
conclude that: 1) students are spending a lot of time 
playing games and are thus: Audio and Visual subjects get 
a satisfactory average score but Indonesian Language and 
religious score is lacking. Students who have good grades 
in visual audio subjects tend  to have poor grade in both 
Indonesian Language and Religious subjects (academic 
behavior and grades). 3) Advances in technology are not 
being expended to the fullest extent. Next, the researchers 
try to piece together three subjects by taking one lesson as 
a mobilize. Subject taken to make the religious games was 
the Audio-Visual. This audio-video subject was drawn for 
1) it has a good average student score 2) it can be filled 
with Indonesian Language and religion lessons. 3) The 
students are free to express and creative using the 
technological media.  
 
2.2 The Data Analysis Technique 
Data derived from the study result will be presented in score 
and a percentage of the earnings 
Description :  
KB  : The completeness of leaning 
S  : Score 
TS  : Total Score 
( Trianto; 2011) 
 
To see a percentage of vocational learning students use a 
percentage formula, which is: 
 
% : Students’ percentage 
A  : Number of students that complete 
B : Total number of students (Trianto : 2011). 
 
2.3 Design Model 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
2.4 Description Model 
Tabel 1. Frame Explanation 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
3. RESULTS AND DISCUSSION 
Report Score (Tabel 2) it can be seen that the development of the 
learning obtained by the students while given a pre (theory) has a 
tendency to average score: Indonesian Language = 68.1 (6 students 
did not pass), Audio Visual= 88.63 (2 students did not pass), 
Character Biulding= 77.59 (9 students did not pass). Students who 
passed or got passed the limit score 75-10 on the pre-acts are 
Indonesian Language = 70.8%, Audio Visual = 91.7% and 
Character Building = 62.5%. With the existence of the data it can 
be concluded that the lowest score of the theory lesson is Character 
Building followed by Indonesian Language lesson. The highest 
score is  in Audio-Visual lessons.  
Next, the researcher tried to create a scenario by including 
Indonesian Language and Character Building lessons into the 
Audio-Visual film-making practice. It is intended for students to 
increase their score in Indonesian Language and Character 
Building through Audio and Visual practice. The results of Action 
2 learned in Audio-Visual practice by pacing up Indonesian 
Language andCharacter Building increased as follows : Indonesian 
Language = 78.79 (3 students did not pass), Audio-Visual = 88.12 
(1 student did not pass), Character building = 88.56 (24 students 
passed). The percentage of students in Indonesian Language = 83%, 
Visual Audio = 95.8%, Character Building = 100%. The results of 
action 2 indicate that the result have improved and that the 
learning process has changed a lot better than before. Based on the 
agreement between researcher and Indonesian Language, 
Audio-Visual, and Character Building teacher,the learning cycle 
discontinued. 
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Table 2. Statistics Data 
Tabel 2. Repot Score 
Description : 
Theory tests  : 1st (Indonesian Language)  
               2nd ( Audio Visual)  
               3rd (Character Building) 
Practice    : 1st (Indonesian Language)  
               2nd ( Audio Visual) 
               3rd (Character Building) 
Midterm exams and Final exams : Audio Visual 
 
Table 4. Percentage of Increase in Learning Outcomes 
 
 
 
 
 
4. CONCLUSION 
The “three in one” model provides a new breakthrough to develop 
learning model in the form of practice that covers three fields of 
study in order to develop learning outcomes and achievements in 
the field of study while conducting character education. The 
assessment process of Indonesian Language material and religious 
education in filmmaking on visual audio subjects can be synergized 
with audio visual material. Filmmaking that contained the value 
of character education included religious values, tolerance, honesty, 
responsibility, and so on. 
The test model three in one via the film visual audio learning 
media is that there is a higher relative increase in learning. In the 
pre-act (theory) of the academic participants have the percentage 
of Indonesian Language = 70.8%, Audio Visual = 91%, and Religion 
= 62.5%. The result of action 2 in Audio Visual Practice with a 
percentage of completeness Indonesian Language = 83%, Audio 
Visual = 95.8%, Religion = 100%. Through interviews and polls,  
97% of the students like the video game-making which contain 
character values for effective, fun, and not boring reasons. A 
three-piece syntax model in video games is a learning strategy that 
can improve students’ achievement and character development. 
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